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On-line game comes into being in the post-modernity condition. As a 
prominent characteristic of the post-modernity society, on-line game deeply 
influences and drives the development of the post-modernity society. It not only 
covers the amusement and economy fields but also involves culture, life style 
and attitude of people.  
Besides the characteristics of open and interact, on-line game possesses the 
potential utility and the parasitism in the technique and subject matter. 
Consumption is the intrinsic motivity in game industry. On-line game treats the 
whole world using the styles of irony and metonymy. It embodies the 
development trend of other on-line arts and will be a development direction of 
on-line arts in the future. In some ways, on-line game has been a system symbol 
and a label of displaying difference of a special group in the consumption 
society. 
 The thesis consists of four parts, and respectively expatiates on the 
characteristic, the post-modernity condition, the demand for the mentality, and 
the relation with the art of on-line game. At the same time, I try to further explain 
the on-line game culture from the viewpoint of the art and aesthetics. 
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